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NY THE PATRIOT 


Level Proficiency Bonus Feature 
Ist +2 
2nd +2 
3rd +2 
4th +2 
5th +3 
6th +3 E pluribus unum 
7th +3 Archetype Feature 
+3 Ability Score Improvement 
+4 The Home of the Brave 


Ability Score Improvement 


Constitution, 1st Amendment, Inspiring a Nation 
The Right to bear Arms, From Rags to Riches 
Patriot Archetypes, Archetype Feature, 2nd Amendment 


Extra Attack, The Land of the Free 


+4 City upon a Hill, 3rd Amendment 


+4 Self fulfilling Destiny 

+4 Ability Score Improvement 
+5 Archetype Feature 

+5 Righteous Cause 

+5 5th Amendment 

+5 Ability Score Improvement 
+6 Archetype Feature 


+6 If you are not with us - you are against us! 


+6 Ability Score Improvement 


/ +6 5th Amendment, Archetype Feature 


CREATING A PATRIOT 


Patriots love their country more than their lives. They 
connect their home and their culture with simple ideas 
that they try to uphold and deem non negotiable. 


The reason behind their sometimes unrefracting loyalty 
towards an invisible idea varies. Some have nothing, 
and therefore cling to these ideas as a way of creating 
the illusion of identity and purpose. Others are simply 
proud of what their neighbors and compatriots have 
achieved and are thereby inspired to persue similar 
goals. 
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QUICK BUILD 
There are a number of different ways to build your Patriot. 
You should now what subclass you want to choose and 
adjust your ability scores accordingly. 
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MULTICLASSING 
To multiclass in and out of this class you must be the citizen 
of an independent federal state. 
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CLASS FEATURES 


As a Patriot you gain the following features. 


HiT PoOINTs 


e Hit Dice: 1d10 per Patriot level 

e Hit Points at 1st Level: 10 + your Constitution 
Modifier 

¢ Hit Points at Higher Levels: 1d10 (or 6) + your 
Constitution modifier per Patriot level after 1st. 


PROFICIENCIES 

e Armor: light armor, medium armor 

e Weapons: Firearms, simple and martial weapons 
e Tools: Navigator’s Tools 


¢ Saving Throws: Strength, Constitution 

e Skills: Choose two from Arcrobatics, Animal 
Handling, Athletics, History, Intimidation, 
Persuasion, Religion 


EQUIPMENT 
You start with the following equipment, in addition to 
the equipment granted by your background: 


e (a) Rifle, Hunting or (b) Revolver 
e (a) Dagger or (b) Club 
e Navigator’s Tools 


CONSTITUTION 


The most important foundation of a nation is its 
constitution. You will follow its contents and ideals to 
whatever end, regardless of the consequences and 
enjoying the benefits. Upholding this constitution might 
have the following benefits and consequences for you: 


BENEFITS AND CONSEQUENCES TABLE 


Benefits Consequences 
after rolling damage add double that you automatically fail your 
damage and make it radiant next Attack Roll 
(making the damage radiant is 
optional) 


you and every compatriot within a you make Int, Wis and 
60ft. radius get advantage on Attack Cha Saving Throws with 
Rolls until the start of your next turn disadvantage until the 


(Bonus Action) start of your next turn 
draw an imaginative line within 60ft. you can not regain Hit 
of you, creatures need your Points in any way until 


permission to cross it until the start the start of your next turn 
of your next turn (Bonus Action) 
every creature of your choice within you get disadvantage on 
a 60ft. radius gets disadvantage on Str, Dex and Con Saving 
Attack Rolls until the start of your Throws until the start of 
next turn (Bonus Action) your next turn 
before a creature makes an Attack Attack Rolls against you 
Roll against you or one of you — are made with advantage 
compatriots you can choose to let until the start of your next 
that Attack Roll fail automatically turn 
(Reaction) 
you and every compatriot within a you can not take a Bonus 
60ft. radius makes Int, Wis and Cha Action on your next turn 
Saving Throws with advantage until 
the start of your next turn (Reaction, 
after you or a compatriot are forced 
to make a Saving Throw) 
you and every compatriot within a you movement is reduced 
60ft. radius makes Str, Dex and Con to 0 until the end of your 
Saving Throws with advantage until next turn 
the start of your next turn (Reaction, 
after you or a compatriot is forced to 
make a Saving Throw) 
a creature of your choice within a the next damage roll 
60ft. radius makes Saving Throws against you is doubled 
with disadvantage until the end of and considered necrotic 
your next turn (Reaction, aftera (making the damage 
creature is forced to make a Saving necrotic is optional) 
Throw) 
On your next Attack Roll you treat a your next Attack Roll or 
roll of 16 to 20 as acritical hit, | Saving Throw is 
additionally you can’t get crit until considered a critical fail if 
the start of your next turn (Bonus you roll 1 to 10 
Action) 
You gain advantage on all Ability You automatically fail all 
Checks for 10 mins Ability Checks for Thour. 


18ST AMENDMENT 


At 1st level you have finally understood the first 
amendment of your Constitution and how to act on it. 
Choose one benefit and one consequence from the 
Benefits and Consequences Table of your Consitution- 
Feature. (You don’t have to choose benefits and 
consequences that share the same row) Together this 
benefit and this consequence are considered your 1st 
Amendment. 


Once per short rest you can choose to invoke your 
amendment. You do so as a Bonus Action, Reaction or 
no Action at all depending on what benefit you chose. 


As you level up you decide on more amendments. 
Unless specifically stated elsewhere you can only use 
each amendment once per short rest. Once you have 
chosen a benefit or consequence for one of your 
amendments you can’t use the same benefit or 
consequence again for your subsequent amendments. 


INSPIRING A NATION 


Also at 1st level your patriotism has convinced others to 
join your glorious nation. Choose two creatures to 
become your compatriots. You and your compatriots 
can use the Help Action as a Bonus Action on each 
other and they are affected by some of your 
amendments and class features. 


Once a creature has become your compatriot you can 
not take it from them. They are however no longer 
considered your compatriot if you or the creature dies 
or if you spend 2 whole days without seeing or hearing 
each other. If you are one or more compatriots shy you 
can convince others to become your compatriots during 
a short or long rest. 


You can have a number of compatriots equal to your 
Proficiency Bonus at once. 


THE RIGHT TO BEAR ARMS 


At 2nd level you have decided (for whatever reason) that 
weapons are a part of your nation’s culture and must be 
available to all at all times. Weapons can not be 
removed from your hands in any way unless you allow it 
or are incapacitated. 


FROM RAGS TO RICHES 


In your nation everyone can make it - anywhere, 
especially you. Choose one tool of your choice. You 
become proficient with that tool and add twice your 
proficiency modifier to ability checks related to that tool. 


PATRIOT ARCHETYPES 


At 3rd level you must choose what role you want to play 
in your nation’s society. Depending on your choice you 
gain different features at 3rd, 7th, 13th, 17th and 20th 
level. 


2ND AMENDMENT 


At 3rd level you can choose your second amendment. 
The same rules apply as in your “1st Amendment”- 
Feature. 


ABILITY SCORE IMPROVEMENT 


When you reach 4th level, and again at 8th, 12th, 16th, 
and 19th levei, you can increase one ability score of 
your choice by 2, or you can increase two ability scores 
of your choice by 1. You can’t increase an ability score 
above 20 using this feature. Alternatively you can gain 
one feat of your choice. 


EXTRA ATTACK 


Beginning at 5th level, you can attack twice, instead of 
once, whenever you take the Attack action on your turn. 


‘THE LAND OF THE FREE 


Starting at 5th level, you will go where ever it pleases 
you. While you are conscious, you and your compatriots 
have advantage on saving throws against becoming 
restrained and your movement can not be reduced in 
any way. 


E PLURIBUS UNUM 


At 6th level after you finish a long rest you can choose a 
number of compatriots equal to half your Proficiency 
Bonus (rounded down). You grant these compatriots the 
right to invoke ONE of your amendments until you 
finish another long rest. The compatriots invoking the 
amendment doesn’t affect the number of times you can 
invoke the amendment yourself. 


THE HOME OF THE BRAVE 


At 9th level the presence of your compatriots inspires 
you. Before rolling damage you can choose to deal 
additional damage equal to the number of compatriots 
within a 60ft. radius of you. 


3RD AMENDMENT 


At 10th level you can choose your third amendment. 
The same rules apply as in your “1st Amendment”- 
Feature. 


CITY UPON A HILL 


At 10th level your compatriots look up to you and can 
find new confidence in your presence. As long as you 
aren’t incapacitated, your compatriots can’t be 
frightened. 


SELF FULFILLING DESTINY 


At 11th you have realized that you make your own luck 
and what you want to focus on in life. You choose one 
amendment that permanently looses its consequences 
and can be invoked twice per short rest instead of once. 


RIGHTEOUS CAUSE 


At 14th level every time a compatriot invokes one of 
your amendments you become more convinced that you 
have chosen the right path. You can roll any Hit Dice 
you have left and heal for the amount + the number of 
compatriots within 60ft. of you. 


4TH AMENDMENT 


At 15th level you can choose your forth amendment. 
The same rules apply as in your “1st Amendment”- 
Feature. 


IF YOU ARE NOT WITH US - YOU ARE 
AGAINST Us! 


At 18th level you can use your Action to make the 
surperiority of your nation apparent to all who do not 
follow your cause. Every creature of your choice within 
a 60ft. radius must make a Wisdom Saving Throw 
against a DC that equals 8 + your proficiency bonus + 
the number of compatriots within 60ft. of you. 


On a fail the creature becomes frightened or charmed 
(your choice) by you and your compatriots. Additionally 
all of your compatriots regain a number of Hit Points 
equal to half your Patriot level. 


You can use this feature once per long rest. 


5TH AMENDMENT 


At 20th level you can choose your fifth amendment. The 
same rules apply as in your “lst Amendment”-Feature. 


PATRIOT ARCHETYPE: ATHLETE 


OMPETITION IS PART OF WHAT MAKES YOUR NATION 
so great. If you work hard and sacrifice your 
own happiness, you can become a celebrated 
athlete that has more gold than they can 
spend and uncountable friends who envy you 
for it. But only the best can make it and if you 
are too soft - then perhaps this country just 
isn’t the one for you. 


NEVER TIRE! 


When choosing this archetpye at 3rd level, you are used 
to puting your body through more than it should endure. 
One per long rest you can use a bonus action to remove 
a level of exhaustion from yourself. You also only need 
four hours of sleep to finish a long rest. Lastly, you have 
advantage on Strength (Athletics) and Dexterity 
(Acrobatics) checks as long as one of your compatriots 
is within 60ft. of you. 


SELF-MADE 


As an athlete you gain additional benefits to choose 
from when choosing your amendments as shown in the 
table below. 


ATHLETE BENEFITS TABLE 


you and your compatriots can use the Dash action as a bonus 
action for one hour (Bonus Action, can Dash as part of that 
same Bonus Action) 
you become proficient with Dexterity saving throws for one 
hour (Reaction, when being forced to make a Saving Throw) 
you gain resistance to bludgeoning, piercing and slashing 
damage for one hour (Bonus Action) 
you can remove the paralyzed or stunned condition from 
yourself (start of your turn) 


TEAM CAPTAIN 


At 6th level, you’ve been elected team captain. Either 
because you’re good or your parents are rich. You can 
hype the other team members up. Once per round, 
when a compatriot is forced to make an Attack Roll, 
Ability Check or Saving Throw with disadvantage, you 
can use your reaction to let them make that roll with 
advantage instead. 


PEAK PHYSIQUE 


At 13th level, your training has formed your body into 
something else. You count as one seize larger when 
determining your carrying capacitiy and your movement 
speed increases by 10 feet. In addition, you get 
resistance against poison damage and gain advantage 
on saving throws against becoming poisoned. 


i 


WORLD-CHAMPION 


At 17th level, you have won everything there is to win 
(in your nation). Therefore, no one in the entire world is 
better at what you do than you are. When making an 
Ability Check or Saving throw with which you are 
proficient, you can treat every roll of 9 or lower as a 10. 


HALL OF FAME 


At 20th level, you have entered the prestigious hall of 
fame. You know why - and so does everybody else. 
Whenever you hit a creature with a melee attack roll, 
they must make a constitution saving throw as if they 
are concentration on a spell. On a fail, they become 
frightened of you until the start of your next turn. 
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PATRIOT ARCHETYPE: PREACHER 


OU HAVE CHOSEN A LIFE IN DEDICATION TO THE ONE 
true God. His is the hand that guides the faith 
of the country. You and your compatriots were 
chosen to rule this land. So naturally, your 
ancestors took it. And now evil unicorns and 
rainbow snakes - clearly creations of the 
nameless one - want to take it away from you. 
You will not have it! 


ONE NATION UNDER GOD 


When choosing this archetpye at 3rd level, you become 
proficient with Intelligence (Religion) checks. Your 
proficiency bonus is doubled for any such ability check 
you make. 


In addition, you become immune to radiant damage. 


Hoty BENEFITS 


As a Preacher you gain additional benefits to choose 
from when choosing your amendments as shown in the 
table below. 


PREACHER BENEFITS TABLE 


automatically treat an Intelligence Check as a 20 
automatically succeed on an Intelligence Saving Throw 
(Reaction, when being forced to make a Saving Throw) 

use Intelligence instead of Strength or Dexterity when making 
melee attack rolls until you have finished a short or long rest 
(Bonus Action) 
heal a compatriot you can touch for 1d8 + your Patriot level 
(Bonus Action) 


TENETS OVER AMENDMENTS 


At 6th level instead of invoking your amendments you 
can turn to your god for aide. You learn two cantrips of 
your choice from the Cleric spell table. In addition, once 
per long rest, you can cast a spell from the Cleric Spell 
Table that you would have access to, if your Patriot level 
equaled your Cleric level. Intelligence is your 
spellcasting ability for these spells. 


THANKSGIVING 


At 13th level you and your compatriots can come 
together and thank god for the opportunities you have 
been given. As a Bonus Action you and your compatriots 
regain a number of Hit Points equal to your patriot level 
+ your Intelligence Modifier. 

You can use this Feature once per short rest. 


FANATISM 


At 17th level, your faith is surperior and others will have 
to see that. While you preach before other creatures for 
at least 5mins you can recite the holy book. You make a 
Intelligence (Religion) Check. Each creature that was 
listening to you does so aswell. Every creature that 
rolled lower than you did becomes charmed by you. 


They remained charmed until you have finshed a long 
rest. After that you must preach again. A creature won’t 
know, it was charmed by you this way. 


THE NEW CURCH 


At 20th level, you have fulfilled your dream of founding 
a new Church. You choose one benefit you haven't yet 
chosen from the Benefits and Consequences Table or 
the Preacher Benefits Table. You and your compatriots 
choose this benefit as the prime tenet of your faith. 
Once per short rest you.and each of your compatriots 
can invoke this tenet without consequences. 
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This class was created by “The Baster”. 


Stephen Colbert atop an eagle by SharpWriter 
George WARSHINGTON by SharpWriter Abe 
Lincoln Riding a Grizzly by SharpWriter The 
Captain by SharpWriter Wserfewr3wq22 by 
cdbmiles! Ben FranklinVS. Zeus by SharpWriter 
Uncle Sam by brOOklynzzfinest 
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